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FROM THE EDITORIAL STAFF 


Hello everyone and welcome to the fourth 
edition of the Paladins Community Magazine! 
We are a completely community driven project 
made and maintained by people who love and 
enjoy the game, just like you! 


The pride and joy of this month’s issue is, 
without the shadow of a doubt, the interview 
with streamer, youtuber and allround content 
creator Arkrael! Prepare yourself for some words 
of wisdom, a pound of salt, and (hopefully) lots 
of entartainment. 


We also break down the tiny, tiny Stone Keep 
Siege map. Things to look out for, locations to 
abuse, all that good stuff. And while you're at 
it, browse through the analysis of the Double 
Frontline Comp we have covered as well. Might 
as well put two and two together, right? 


If jank and wonky builds are more your thing, 
why not try to emulate the greatest hero in 
Greek mythology: BUCK. | mean HERCULES. 
Never mind, just go and read the piece and 
become the biggest nuisance in the game with 
this build. 


There’s still more for you all to discover, so I'll 
just let you get to it! 


As always: sit back, relax, and enjoy the fourth 
edition of the Paladins Community Magazine! 


Steve Greenfield Jorg van der Velden 
Managing Director Editor 
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DOUBLE FRONTLINE COMP 


LLL bh bbs brirddddcdcddddddccccccccccdceceecececoeecedccdcd By Brandon Parker “’’/“@wiiti/ 


Team Composition can make or break your game even before you step onto the map. A good 
team composition will ensure your team a good victory or a great comeback, but a bad team 
composition will ruin your game from the get go. Here is one team composition that was 
used in competitive play that can translate well into your casual queues: the double front line 
composition. 


The double front line composition is where The breakdown of this composition is a very 
your team has two front liners, one support, tanky front liner, another front liner who deals a 
one damage and one flanker. The two front lot of damage, along with the standard support, 
liners can become the objective controllers in damage, and flank. What is important is that if 
that they become essentially a “meat shield”, your team gets ahead so one of your front liners 
soaking up a lot of damage and holding onto can build a damage item and essentially be a 
the objective. This composition can have one — second damage champion. The front liners that 
front liner branch out and become a damage can be best used for damage are Ruckus and 


dealer, but with low mobility. The damage Barik. If your team falls behind, your two front 
dealers, flankers, and the supports can still liners can stall out an objective just for being two 
do their work on picking off enemies and immovable objects. You want to get ahead early 
creating opportunities to win the game. because the enemy damage dealers will upgrade 


their Wreckers and be able to blast through your 
front liners’ shields late in the game. 
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Besides that bonus plus, the composition 

can not only stall and secure objectives but 
can make room for the rest of your team to 
deal a ton of damage. With two front liners, 
your team is creating a one way wall that 
the enemy cannot shoot through, but your 
teammates can. However, the biggest reason 
why pros play this comp is objective control. 
The two beefiest champions can, essentially, 
sit on an objective and the others can go 
crazy, dealing a ton of damage. In Siege, the 
front liners are the ones that are objective 
heavy, while the others sit back and go ham 
on the enemy team. If they get too close, the 
damage dealers can break off and deal with 
them, but with two immovable objects, this 
is few and far between. This also rings true if 


you have someone like Fernando and his ult. 
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If he pops it, good luck trying to get them off 
the objective. 


One of the drawbacks, though, is that any 
area of effect damage types can wreck the 
comp completely, especially if the enemy 
team gets just a little bit ahead. If they start 
stacking shield damage and reduced healing 
items, that should make it a hard time for the 
front liners to stay on the objective. A good 
example is Tyra’s Fire Bomb. Once she hits 
that on the objective, both front lines have no 
choice but to back off for the effect to wear 
off and re-engage. 


The composition also relies heavily on the 


damage and flank to do the dirty work, 
which without coordination can fall apart 
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very quickly. If at least one of the damage 


or flankers can’t do enough damage to the 
enemy team or can’t get close, it will be a 
tough time for your team to get a victory. 

A caveat is that one of your front liners can 
get damage heavy, which does mitigate it 
somewhat. Even so, the damage dealers 
have to do damage or the entire composition 
falls apart. 


Speaking of damage, the champions who 
works really well are single target damage 
dealers like Sha Lin or Kinessa. As the front 
line is soaking a ton of damage, they are 
dishing out punishment to anyone who gets 
close to the front line. 


The only counter comp to this one is its own 
comp and a damage heavy comp, which is 


a front liner, a support, one or two damage 
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dealers, and one or two flankers. Basically, 
they deal a ton of AoE damage, which keeps 
the front liners off the objectives while they 
capture it for themselves. With your comp, 
make sure your team stacked AoE damage 
reduction and healing for mitigating a portion 
of the damage. To be specific, watch out 

for champs like Tyra, Pip, Bomb King, and 
Drogoz. 


The double front line composition is a great 
way to secure objective and let your team 
go ham on the enemy team. It is a force to 
be reckoned with, both in casual queue and 
competitive play. Try it out yourself and see 
how it fits in your team. Have fun! 


By Brandon Parker 
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PRESS X TO CAPTURE POINT 


PALADINS ON CONSOLE 


LI hh bb esebedcccccdddccecch 


Paladins is truly a game that would not exist 
without its community. Hi-Rez has walked a 
long and winding road with this wonderful 
community, some good times, some not so 
good. Like two soul mates walking hand in 
hand along a golden breezy shore. So what 
happens when you take that game and 
deliver it to an entirely different community 
altogether? Since it is not a copy and paste 
scenario like a tradition boxed game, the 
results are not always positive. Well | am 
happy to report that the game works very well 
on a console and | can see this becoming one 
of the go to free to play games for PS4 and 
Xbox One. | hope that Paladins can have the 
same success on console as SMITE. 


On the surface, the console version is just one 
patch or so behind its PC big brother, but a 
closer look will reveal that this game still has 
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7 By Clive Dorrington, ua 


a long way to go before it can be comparable 
to the original platform version. Right now the 
console version is a diamond in the rough with 
a lot of potential but a lot of problems from 
bugs to controller tweaks. It is in closed alpha 
so if you are playing it cut it some slack, good 
things come to those who wait. 


Feedback is the bread and butter at Hi-Rez 
Studios, as they listen to feedback from a 
variety of sources (Official Forums, /r/paladins, 
Official Survey, and Social Media). This is also 
true for the console version. They even have 
an entire survey for the aim assist function! 
Don’t be afraid to tell them what you think, as 
they make the game for you. 


Even though it is catering to a different 
community, there are a lot of seasoned PC 
players in the match lobbies. Yes, | still log in 
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with the same Hi-Rez account after linking it 
to my PlayStation account on their website 
but | had to start from scratch. This was both 
exciting and daunting, on the one hand a 
fresh start meant playing new champions and 
enjoying the thrill of unlocking your first chest 
all over again. On the other hand, the gap 
between my PC progress and my humble level 
10 account on console seems impossible to 
fill. 


It is in closed alpha so mentioning framerate 
at this point would be unfair. However, 
compared to my small PC monitor and 
my much bigger HD TV, Paladins looks 
jaw dropping in a way | have never been 
able to appreciate before. There are so many ‘* 
details in these characters and maps that 
many players brush past in the fast paced 
action. On console | had time to stop and 
smell the roses...you know, the ones in Stone 
Keep. 


Simply because dividing time to progress 

in both the PC and the console versions 
seems like such a tedious task players will be 
drawn to one or the other save the handful 
of hardcore dedicated players. However, it 
would be great to see how brand new players 
develop a Meta separate from PC. Who 
knows, maybe all Skye needs to be top tier 
competitive is a gamepad. 


The real question will be where the majority 
of the playerbase will lie? Also, will see an 
eSports scene develop on Console even 
though it is just getting started on PC? Only 


time will tell. 
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FASHION IN THE REALM: 
ACCESSORIE 


LI bbb ddddssbdddddddddddcrrccccccccdaa By Clive Dorrington LLL 


A wise man once said to never underestimate a good accessory, that wise man being me 
and | said it just now. A champion does not always need an entirely new set of clothes or ar- 
mour to make an impact, | mean if that were not true then why do Ray-Bands or a Rolex cost 
the same amount of money as a small car? I'll tell you why, because these accessories add 
+10%to your awesome stat. The champions of the realm know this very well. 


Androxus’ Reindeer Antlers 

Many scholars have debated and pondered 
questions of existence and meaning but none 
have been as widely discussed as the age old 
dichotomy of whether one can be a cursed 
god slayer and be jolly at the same time. 

The answer is yes, yes you can. “Adorable 
Androxus” aren’t two words you'll find in the 
same sentence very often, but the second 

he put on those festive reindeer antlers it all 
changed. He definitely turned some heads at 
the Paladins Champions’ Christmas party with 
those. 
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Cassie’s Cherub Crossbow 
Valentine’s accessories really stand out on 
these champions with Pip’s Googly in Love 
Goggles, but the secret to accessories is 
to emphasize your outstanding features. 
For Cassie, those features include her loyal 
falcon, the awesome braid, and her deadly 
crossbow. This Valentine’s Day she has 
decked it out in pink and adorable hearts. 
Nothing says be my valentine like getting 
impaled by Cupid’s bolts of death. Cassie, 
you have stolen my heart and probably shot 


it out of my chest cavity but it is a small price 


to pay for love. 


Mounts 

If you can make an entrance you are halfway 
to winning the style battle in the realm. The 
champions love to make a flashy entrance in 
every battle; | mean why else do you think 
they have mounts? You thought it was to get 
into battle quicker, silly you. The Infernal 


Paladins Community Magazine Issue 4 


Warhorse was very flashy and grandiose but 
so last season. This season (pun intended) we 
have the unicorn. Swift, yet family friendly, 
brave, yet cute as a button. There is no angle 
a champion cannot cover with the unicorn. 
Get yours today while stocks last, batteries 
not included (Endorsement not paid for by Hi- 


Rez Studios or any of its affiliates). 
By Clive Dorrington 


The Game On Magazine 


dive deep into a very rocky map. 


All joking aside, Stone Keep starts out with 

a wide open objective with lots of vantage 
points and flank spots, but, interestingly 
enough, not too many choke points or any 
narrow corridors to fight with. However, that’s 
not to say that champions that excel at area 
of effect damage are completely useless, as 
the starting lanes are narrow enough for the 
likes of Ruckus to do some work in controlling 
the objective. A thing to note when capturing 
the objective is to look not only right and left, 
but up, as inside the castle there is a prime 
vantage point with just enough cover to 
create some havoc. Even in the “house” is a 
great flank position for single target damage 


dealers. Have your front line on the objective, 
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STONE KEEP 


III hh bbs bdssssssicds By Brandon Parker A“ 


Stone Keep is a beautiful, yet small, map that has numerous choke points, intense objective 
control fighting, and vantage points to shake a leg at....or...throw a stone at. Anyways, let’s 


while the damage dealers should stay near 
the corner of the house to provide cover fire. 
Flankers should clear up the vantage points, 
so as to buy time for the front liners more 
time for taking the objective. 


The far side of the house is the infamous 
bridge area, where snipers are drooling in 
anticipation for picking off unsuspecting 
enemies. However, you can quickly get back 
to objective by using this bridge, instead of 
using the main route. You can even get back 
to the objective faster if you have built the 
Master Rider item or the Nimble item and 
use the bridge. This is an effective way to 
either stall the game or win the game faster. 
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Be careful of the snipers that love to hang 
out in that area, as they can easily turn on 
you at a moment’s notice, especially hit-scan 
opponents, such as Kinessa and Tyra. 


Be sure to push the objective with more 
than one beefy champion and the flank to go 
up and flush them out. Be careful of crowd 
control abilities on the bridge, as one wrong 
move could spell disaster. As you approach 
the enemy base, take care of the immense 
death funnel going into the base, as you 
don’t want to clump together and get aced. 
Keep your flank champions moving and have 
the damage dealers back away from the 
objective. 


If you noticed, the support hasn’t been 
discussed yet. The support in Stone Keep has 
the audacious task of prioritizing who needs 
you and who doesn’t. As this is a pretty small 
map, this judgement is based upon how the 
game is going. Use your skills to see who is 
low and who needs the most help. AoE heals 
from the likes of Pip and Mal’Damba are your 
stars in this case, as they are able to heal 
multiple teammates at a distance, while 
providing support for the other teammates. 


Stone Keep is a small map that is both pretty 
and fun. Just don’t oogle over the prettiness 
for too long. Have fun! 


By Brandon Parker 


nr 
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“Shunned, hated, and isolated from my tribe, 
who would've thought working with the gob- 
lin would have this outcome?” 


Tinkering away on my turrets I’m suddenly 
greeted by a slow, deep eerie voice; “Are 

you Barik?” The voice bellowed. | made my 
way to the front door of my forge, thinking to 
myself: is this my past coming back to haunt 
me? Or am | just imagining things? Slowly, 

| opened the door but to my amazement, 
nobody was there. It must’ve been the 
rustling of the wind, but the voice kept calling 
out to me. | carefully made my way to the 
door again, opening it up and all | could see 
was a tree. | was about to close the door 
when suddenly, this tree spoke and said, “I 
am Grover.” | invited him in and proceeded to 
ask him to state his business with me. It has 


been ages since | had guests. Grover shared 
& Paladins Community Magazine Issue 4 


BARIK 


Lb bb lssssol By Jawwaad Flaendorp MUdidlliddddldddditdddtlld, 


his story with me; “I was told you’d be able to 
assist me in searching for someone,” he said. 


The more he elaborated on his stor, the more 
it fell out of my area of expertise. “Sadly, 

| would not be able to assist you with your 
request,” | replied. No words were needed 
to see the disappointment on Grover’s face. 
Even if he’s a tree-like being he still had 
emotion. | did not have the right equipment 
nor the knowledge needed to aid him, but 
there might be one person who'd be able to 
help out my guest. | told Grover we needed 
to head out to the Goblin Village. After he 
agreed with our next course of action, | 
packed my things and we were on our way. 


We traveled for days, with Grover asking me 
about my past. The Goblins and Dwarves are 


known not to be cooperative with each other. 
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We were fiercely competitive in the field of 
technology and weapons. It was unheard 

of that these two races would ever work 
together let alone become friends. As we got 
deeper into the conversation | told him about 
my past. 


A few years ago the demand for weapons 
was high, sufficient for both the Dwarves 
and Goblins to make a living. The more we 
were pumping out the weapons, the fewer 
people there were to use them. How did the 
war end? Just how you'd expect. Families lost 
fathers, sons, and brothers, weapons were in 
abundance but there were few left to handle 
them. As tribes fell, so the requests fell too, 


eventually leading up to one request that was 
fought over by both the Dwarves and Goblins. 


We had no choice to fight for our livelihood, 
as our economy is dependent on the 
manufacturing of weapons. It’s here on the 
battlefield that | met Ruckus and we fought 
it out to a stalemate. Turrets vs. mechanized 
machines, it was a tough battle, but the 
elders called for a cease-fire in the end. Both 
parties could not afford losing more men as 
they were needed to make the weapons. | 
befriended Ruckus despite it being frowned 
upon by both of our elders, as tensions still 
were running high. We had admiration for 
each other’s designs and techniques and 
we collaborated on combining the two. 


Tired of seeing people die on the battlefield, 
we decided to create a mechanized soldier. 
We tinkered for years on end, till finally, we 
thought we created the perfect soldier. It 
utilized bombs as weapons, had a furnace 
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inside its stomach providing it power and 
energy. We were proud of our work but little 
did we know this mechanized soldier would 
become sentient. On the night we were 
going to unveil this collaboration to our 
elders, there was this loud bang. It came 
from where we stored our prized creation and 
the surrounding area was covered in flames 
and wreckage. In the flames, we could see 
our creation. “I am Bomb King! Explosions 
first. Questions later” it proclaimed. We 
were banished to the outskirts of our towns 
forever, shunned and deemed outcasts. We 
were tribeless and now for the first time 

in decades, | have to go see my old friend 
again. The meeting | feel is fated. A lot of 
disturbances were happening in various 
regions across the land. Does this coincide 
with Grover arriving here? Bomb King is 
still running rampant now, he’s supplying 
everyone with weapons, armor, and 
technology. Ruckus, old friend, are you ready? 
Can we stop our creation once and for all? 


HERCULES BUCK 


VULLLLLUULLOLLLUULLOLUUULLUDUAUULLOOULUULUOLUU LODO LULL DDL, By Jacob Russell AMM tit, 


Another month of Paladins Community Magazine brings us another addition to this article 
series. With Legendary cards joining The Realm, we have another way that we can show the 
meta who’s boss. In case you didn’t know, there are three options for your legendary card, 
but | assure you that that is all | need in order to spice things up. After the three previous is- 
sues of the magazine, we have one role to go Against the Grain with, FLANKERS! | know that 
you’re probably tired of having people instalock Skye and Maeve, but now you have a good 
reason to instalock a flank with this “Hercules” Buck loadout. You might wonder how this 
loadout got its name, so here we go. Hercules is the Champion of Rome that is also a god in 
SMITE that is known to be hard to kill because of his high self-sustain. The goal of this load- 
out is to take a squishy flanker and make him something like this. Simply put, they needed 
to use that many ults to get my boy Hercules to take a spill. Want Buck to be like that? Read 
below to make your dreams come true! 


“Most Popular” Buck Wrong! Seismic Wave IV reduces the 

This “Most Popular” loadout is commonly cooldown of Heroic Leap by 2s, meaning that 
used with the Bounce House legendary, in one second you can already jump again. 
which essentially makes a Buck a frog You’re obviously jumping a lot, right? Why not 
on steroids. Heroic Leap gains a charge, make the jump even better!?!?! Leg Day IV 
meaning that Buck gets to jump every 3 and Exhilarate II are there to help with that, 
seconds. You thought we were done there? as they make you jump 20% further and heal 
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MOST POPULAR BUCK 


= 
‘SEISMIC WAVE IV EXHILARATE II 
._ —— HEROIC LEAP 


HEROIC LEAP 
| Heal for 150 for each | 
| Reduce the Cooldown of | champion you hit with _ | 
ane strength | Heroic Leap by 2s. 
ne jul a 
increase ‘py 20 
Leap 

of Heroic 


for 150 for each champion you land on with heal for 275 per second, but you will also 
your leap. Although you’re hard to hit when heal more overall because Reconstruction | 
you're jumping to and fro, you’re going to be reduces Recovery’s cooldown by Is. 

the focus of attention for the enemy team. 


To help you survive the incoming barrage As for items, Deft Hands is almost a necessity 
is Rapid Sustain I, as you will now heal as Buck if you want to get kills. He has a 
10% more while below half health, making small clip size and takes forever to reload, 


Exhilarate even more effective. Obviously you. which makes him the hardest flanker to 

have more than just Heroic Leap for healing play according to most. If you pick Buck, 
though, as Recovery heals you for 250 health you're going to have to look to the damage 
per second for 4s. Meaning that now you champions on your team to counter build the 
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enemy accordingly. In the utility category, 
you definitely don’t need Nimble or Master 
Riding because of how much mobility this 
loadout gives you. Morale Boost is great on 
Buck, as his ultimate resets his cooldowns, 
fill his ammo, and makes him deal double 
damage. Kill to Heal is your best bet for 
flankers in general in the healing category, 
as flankers are usually going for a specific 
kill every fight. Life Rip is usually meant for 
long range champions who get a lot of poke 
damage but aren’t able to finish the job. For 
defense, it all depends on what you’re going 
against, but Resilience isn’t a bad idea. Since 
you’re so mobile, the enemy team is going 
to use their crowd control on you to make it 
possible to kill you. 


“Hercules” Buck 

| told you that “Hercules” was going to have 
a lot of self-sustain and | love you guys too 
much to lie to you. So, let’s get started with 
Rapid Sustain IV. You know what this does 
from earlier, but this time it is 40% extra 


healing instead of 10%. Rapid Sustain IV 


HERCULES BUCK 


VIGOR HH 
~ RECOVERY 


i yo Health 
} ile below 50 

i ee 40% increa 

3 healing. 


‘of Recovery by 75%: 
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EXHILARATE 


HEROIC LEAP 


Heal for 150 for each 
Kills reduce the Cooldown champion you hit with 
lt Heroic Leap. 


improves your healing, and Vigor III reduces 
the current cooldown of Recovery by 75%. If 
it was at full cooldown (10s), the cooldown 
goes to a mere 2.5s. Now that you heal for 
more and get the heal more often, why not 
increase the duration of the heal? Deep 
Breath II increases your total healing by 
25% by increasing the duration by 1s. You’re 
familiar with Exhilarate by now, and we’re 
upgrading it to the same level. I’m sorry that 
I’m not COMPLETELY shattering the meta, 

| just know good cards when | see them. 
Lastly, to further your cooldown reduction is 
Stomping Ground I. It is very similar to similar 
to Vigor in that you get reduced cooldowns 
for kills, but Stomping Ground is for Heroic 
Leap and Net Shot as well. Oh, | almost forgot 
about the legendary card! Get the Bulk Up 
Legendary that makes Recovery heal you 
600 health instantly on top of the over 1,000 
healing you already get. Six hundred health 
is 20% of your 3,000 health pool, so you can 
see why it is good for our Hercules loadout. 


[ ay 
[“sromemeap 


UND} ; 


Birfeese the duration of 
overy by ts | Reduce active 

rec bY 15% When you get ins 
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I'll say it again because it is true, you NEED 
Deft Hands, especially to proc 2/5 of your 
loadout. Resilience isn’t as good of an 
option with this loadout for your defense 
card because you aren’t as mobile. Morale 
Boost and Kill to Heal are still the best 
cards for utility and healing. So that’s it! 
You’re Hercules! Unfortunately you can’t get 
Shield of Regrowth in Paladins (that gives 
you movement speed when you're healed), 


Wi 
a 


Paladins Comm ne Issue 4 


» 


imagine Buck’s leap AND movement speed! 
Wait! | almost forgot the memes! Surely | 
can find a Buck meme somewhere. Ok, the 
reddit didn’t have any, but | did find the 
best Facebook group ever made. So here we 
go with the Ultimate meme, the Recovery 
meme, and the what item you should be 
buying meme. | hope you enjoy the memes 


and full healing yourself as Buck! 
By Jacob Russell 
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ARKRAEL 


LOVE, HATE, AND HOPE 


OLLI hh bbb 


7 By Jorg van der Velden 2<cccccummmuniiiny 


If you have ever looked at the Paladins tab on Twitch, chances are pretty damn high you've 


seen his face pass by. And if you were curious enough to actually click on his face, you just 
couldn’t have been prepared for the eyes that are darker than the deepest pits of hell that is 


accompanied by the voice of a god. Drama overkill aside, there’s only one person that would 


fit this description to a T: Arkrael! 


The (baby) face and the camera 
Arkrael, or James, is a Surprising 30 year old 
Puerto Rican born UI/UX designer currently 
living in LA. Ark recently got his Twitch 
partnership, and thus the shiny sub button 
that comes with it, and his YouTube channel 
just hit 10,000 subscribers (the video is 
adorable, go watch it!) so you could say his 
content creation career is hitting its stride 
pretty well. 


“The growth of my channel has been 
absolutely massive these last couple of 
months, especially on YouTube. | didn’t put 
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any real effort into it until the very tail end 

of december of last year, and in about two 
months I’ve gotten almost 10,000 subscribers 
in total.” 


“| was really surprised by the reach YouTube 
has, and how much bigger that reach is 
than Twitch’s. I’ve been streaming for 

quite some time now, and | was stuck in 
this ‘Twitch-bubble’ where | felt that Twitch 
was everything there was. Now the thing | 
hear most is ‘Hey! Youse that guy from the 
YouTubes!’” 
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Ark thinks that YouTube’s passive nature, 

as opposed to Twitch’s active nature, helps 
cross time zones a lot better, opening his 
channel up to a much wider audience. But 
that doesn’t mean he doesn’t try his hardest 
with his Twitch channel. When | mentioned 
that he often comes online when | go to bed 
and is still live when | wake up (I’m from 

EU, so that’s a 9 hour time difference) he 
immediately replied with: “Those are the 
Friday and Saturday streams. | have quite 

a wide audience from a lot of different 
countries and | want to accommodate them 
as much as | can. 


“The late night streams are amazingly fun as 
| have the ability to stay up later and interact 
with part of my community that I don’t 
usually see during the week. But | have no 
idea how people do 12 - 24 hour streams as | 
usually start dying around the 6hr mark. 


| personally feel 6 - 8hrs is the max for me 
personally. | know some people that stream 
12hrs but I’m not sure the payoff is there for 
streaming that long. “ 


Senpai on streaming 

Since we’re covering streaming anyway, 

a little leap forward keeps things more 
coherent. A lot of people want to start 
streaming themselves, and the best place for 
some tips and tricks to get yourself started 

is, naturally, an established streamer. So here 
are the words of wisdom from senpai Ark! 


“Pick a game in which you can grow and be 
noticed. If you’re not in the first three rows on 
the game’s Twitch page, it’s incredibly hard to 
get the attention necessary to develop your 
channel. It was the reason | almost stopped 
streaming when Overwatch was my main 
game. | had over 3000 followers, but only 


pulled single digits viewers with each stream. 


» 
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When | retried Paladins (more on that later 
on, relax - Ed) and started streaming that 

my channel began to grow noticeably. Now | 
have, on average, some 200 to 300 viewers 
each stream and | think that changing from 
Overwatch to Paladins was the biggest reason 
for that. 

“Another thing to be aware of is why people 
are watching your stream. Are they watching 
because they want to learn or do they simply 
want to be entertained? This depends on your 
skill level, personality, and the game you've 
chosen to stream. I'd be a horrible Path of 
Exile streamer, for example. | have no idea 
what I’m doing in that game and, from what 
I've seen, people look at streams of Path of 
Exile to learn and be informed. 


“As you're figuring out whether you’re going 
for education or entertainment, spend some 
time thinking about how you want to run 


your channel and how you want to deal with 
your chat. I’ve seen streamers who take a 

lot of crap from their chat and/or have very 
‘needy’ viewers because they let viewers get 
away with everything and acknowledge every 
single viewer individually. While that might 
work for them, | have a more no BS approach 
to chat management. | try to interact with my 
viewers, of course, but it’s impossible for me 
to read and respond to every single message. 


“Twitch is not a quick or easy road if you’re 
focusing solely on games. The vast majority 
of Twitch’s 2+ million streamers are in this 
category, which makes it incredibly hard to 
get noticed. Other categories like Creative 
are significantly smaller and thus easier to 
get noticed in. Be prepared to spend a lot 
of time streaming for a very small or even 
non-existent viewer base before you get 
anywhere. 
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“Lastly: have fun! It’s important you enjoy 


both the game and streaming. People will 
notice when you’re not enjoying yourself and 
it’s hard to keep doing something you hate. 


Becoming a Champion and the state 
of the Realm 

After rambling about streaming for so long it’s 
about time we delve into Ark’s history with 
Paladins and his thoughts about the game. 
We’ll also have to address the elephant in 
the room: OB 44. That one is going to be 
summarized as much as possible though, 

as transcribing the 90 minute discussion we 
had about it would not only bore you to tears 
to read, but also drive me into the insane 
asylum. 


The first encounter between Arkrael and 
Paladins was way back in closed beta. “1 
played the game for a grand total of two 
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days. | just didn’t like the way Paladins was. 
The map was too big, the card system didn’t 
work well, the game just didn’t do it for me.” 


Paladins must’ve held some promise though, 
or it was just lucky timing, as the second 
encounter between the two was much more 
promising. “Il was getting tired of Overwatch 
by the time Paladins released on Steam, so | 
decided to give the game another go. | was 
happily surprised to find a completely different 
game that | immediately enjoyed. All the 
things that | disliked about the game in early 
closed beta were changed for the better.” 


Browsing through Arkrael’s stats on sites 

like paladinsguru shows a very clear pattern: 
over 80% of his games he played as either a 
damage or a flank. “Yeap. | just enjoy those 
more. | really enjoyed playing off-tanks like 
Zarya in Overwatch, but Paladins doesn’t have 
that same magic (yet). When Torvald was 

first teased | was hoping for Zarya’s kit to be 
introduced just to have that experience again. 
He sadly turned out to be the most frustrating 
Champion in the game (Sha Lin says ‘hi’ btw 

- Ed). I’m holding out hope for Inara, but not 
holding my breath. 

“Tl also like winning, and when | play tanks/ 
supports | feel like | don’t have the carry 
potential that damage and flanks have. Almost 
every game in which I’m not a dmg carry of 
some sort | invariably lose.” 


Prepare your bodies, ladies and gentlemen, for 
it is that time. I'll just give you Ark’s (choice) 
words about the patch and the changes is 
brought to the game. And it starts out strong. 
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“OB 44 was the biggest hot mess | have ever 
seen in gaming, and | believe it has hurt SIDEBAR: OB45 ADJUSTMENTS 
themrmore thetythey have sale Coleyou This interview was taken before the re- 
the start was strong.) “The idea that they veal and release of OB 45 (obviously). 
had with the introduction of the legendary Here’s what Ark had to say about the 
; changes that this patch introduced. 
cards was pretty cool on it’s own, but got 
vastly overshadowed by the ridiculously “The changes to Grohk and Ying were 


. . necessary, bringing both to a state where 
high essence costs for cards. The new rarity ena J 


| feel they should be. The nerf to Maeve 
system for loadout cards is also to blame, was far too heavy handed and have killed 
her in higher Elo ranges. 


arbitrarily forcing the crafting costs to be 


higher than they need to be. “The problem is that all the changes were 
“I can think of only two reasons why Hi-Rez reactionary to the community's outrage. 

; Skye, who is completely broken now, is 
would release OB 44 with the numbers that unchanged and was as much, if not more, 


they did, and neither are reassuring. The in need of a nerf as Ying. I’m just going to 
play Skye and destroy entire teams now. 


first is that it was an attempt at a cash grab, iShahae slower timero lil maniMaevel: 


plain and simple. The second one is that they 
simply didn’t math out the numbers properly _ The first consideration comes from the fact 
before releasing the patch. | honestly don’t that Paladins is a free to play game and the 
know which is worse.” developers need to make money somehow. 

“| think Hi-Rez shot themselves in the foot 

in that regard. The best way to make money 
off a free to play game is skins, which have 
been sorely lacking in Paladins. Their modular 
skin system, allowing for free mixing and 
matching of various skin elements, makes 
development of said skins a lot harder.” 


The second consideration stems from Hi- 
Rez ridiculous release schedule for new 
content. “Another 13 champions in the next 
10 months is simply way too much for them 
to balance correctly. As a result, there’s too 
little manpower to deal with existing bugs 
and balance issues. Shields are still broken, 
Androxus’ reversal still feels like Russian 
roulette, to name a few. 

“The lack of a dedicated QA (quality 


assurance) department also doesn’t do 
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them any favors.” Arkrael says concerning 

the incredible amount of bugs that came with 
OB 44. “I’ve seen QA teams ranging from 

the hundreds down to just four people, but 
what they released was such a mess that as 

a game dev myself it felt they rushed this 

patch and now we have this mess of flat out 
broken matchmaking and overpowered and 
underpowered heroes which | feel has shattered 
a lot of the community's faith in Hi-Rez.” 


I’ll save you the litany of missing features and 
odd decisions (like why call it Season 1 when 
you don’t reset Champion borders, Elo ratings, 
or leaderbords) that came up during the two and 
a half hour talk we had. Suffice to say: the game 
needs a bit of love before it can be considered 

in a good state. “The hotfixes that have been 
released since have addressed some of the 
issues, but it’s still not enough (12,000 essence 


for a legendary is still quite high) and a lot of 
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issues still persist.” 

Ark’s advice as a fellow game developer: 
“Calm down. Of course new content is nice 
and all, but we’d rather have a slower pace 
but have things balanced and fixed than the 
constant stream of shinies to distract us from 
the things that are wrong. I’m looking forward 
to OB 45 in the hope Hi-Rez will continue to 
address these issues, though I’m scared it’s 
going to be a diversion tactic with Inara’s 
reveal.” 

But not all is woe in the land of Paladins. 

“I like the idea behind legendaries. A lot. It 
diversifies builds quite a bit and allows for 
more experimentation. Some legendaries 
are decidedly uninspired, like Kinessa’s and 
Androxus’ +50% headshot damage, but 

the idea is solid. They need some serious 
rebalancing though, as there are too many 
outliers that are too strong or too weak.” 
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Humility, honesty, and homies 

After watching his stream for some time, and now 
having spoken to him, | can honestly say that 
Arkrael is just an awesome guy. The adage ‘what 
you see is what you get’ has rarely been truer, 
and he infallibly clues you in on the things you 
can’t see. The man knows he’s good at Paladins, 
but he also knows he’s far from the best. 
Especially after a Kinessa 1v1 versus J3ubbleboy 
where Ark deftly got his ass handed to him by mr 
J3ubble. It’s worth it to note that Ark himself was 
responsible for riling J3ubble up in the first place, 
resulting in said 1v1 ass handing. 


Coming from other games, Arkrael has a deep 
appreciation for the Paladins community. “This 
community is, by far, the best I’ve ever been a 
part of. Everyone is incredibly open and friendly, 
and generally just out to have a good time. The 
amount of salt or weirdness that’s thrown at you 
while streaming is so much lower than with a 
game like Overwatch.” 
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Which brings me to the backbone of Arkrael’s 
Paladins community: the Quarter Life Crisis 
Crew. This team, consisting of iDropBodies, 
J3ubbleboy, Jenosuke, Supabounce, and 
TimKim, spends a lot of time playing together, 
streaming together, and supporting each other 
through hosts when they’re not streaming 
themselves. These gentlemen deserve just 

as much attention as the man of the hour 
himself, and all can be found at twitch.tv/ 
team/qlcc. 


| highly recommend you check Arkrael out 
through one (or more) of the channels listed 
below. The voice alone is worth the effort! 


Twitch — twitch.tv/arkrael 
YouTube youtube.com/arkraeltv 
Twitter @arkraeltv 


By Jorg van der Velden 
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